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INTISARI 

 

 

Mobile banking merupakan aplikasi yang disediakan oleh bank yang 

dilengkapi dengan berbagai fitur yang memungkinkan pengguna untuk melakukan 

transaksi keuangan melalui telepon genggam dengan mudah. Namun, untuk 

menilai kemudahan dan kenyamanan penggunaannya, usability dan pengalaman 

pengguna perlu dilakukan evaluasi. 

Penelitian ini bertujuan untuk menganalisis tingkat usability aplikasi "DG 

by Bankaltimtara" menggunakan metode User Experience Questionnaire (UEQ). 

UEQ mengukur enam aspek, yaitu attractiveness, perspicuity, efficiency, 

dependability, stimulation, dan novelty. Responden penelitian ditargetkan 

sebanyak 84 responden menggunakan rumus Slovin dan dipilih secara acak 

menggunakan metode simple random sampling. Data kuesioner diolah 

menggunakan UEQ Data Analysis Tools untuk mendapatkan hasil evaluasi aspek 

UEQ dari pengalaman pengguna. 

Hasil penelitian menunjukkan bahwa aplikasi DG by Bankaltimtara 

mendapatkan hasil below average pada aspek attractiveness, perspicuity, 

efficiency, dependability, dan novelty. Sedangkan aspek stimulation mendapatkan 

hasil above average. 

 

Kata Kunci : DG by Bankaltimtara, Mobile Banking, Usability, User Experience 

Questionnaire (UEQ), Pengalaman pengguna 
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ABSTRACT 

 

 

Mobile banking is an application provided by banks with various features 

that allow users to conduct financial transactions easily through mobile phones. 

However, in order to assess the ease and comfort of use, usability and user 

experience need to be evaluated. 

This study aims to analyze the usability level of the “DG by Bankaltimtara” 

application using the User Experience Questionnaire (UEQ) method. UEQ 

measures six aspects, namely attractiveness, perspicuity, efficiency, dependability, 

stimulation, and novelty. The research respondents were targeted at 84 respondents 

using the Slovin formula and randomly selected using the simple random sampling 

method. The questionnaire data was processed using UEQ Data Analysis Tools to 

obtain an evaluation of the UEQ aspects of user experience. 

The results showed that the DG by Bankaltimtara application received 

below average results in the aspects of attractiveness, perspicuity, efficiency, 

dependability, and novelty. While the stimulation aspect gets above average results. 
 

Keywords: DG by Bankaltimtara, Mobile Banking, Usability, User Experience, 

User Experience Questionnaire (UEQ)


